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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWWARNING - Seizures 


¢ Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 
¢ Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 
¢ Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 
¢ To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions 
to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

e Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

¢ Take a 10 to 15 minute break every hour, even if you don't think you need it. 

¢ If your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours 
before playing again. 

If you continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor. 


AWARNING - Battery Leakage 


Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients 
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well 
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash 
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately 
flush thoroughly with water and see a doctor. 

To avoid battery leakage: 

¢ Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 

Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

Do not peel or damage the battery label. 


THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY® 


i . ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™ 
The official seal is your assurance Gibce EAMES TErEALA. 


that this product is licensed or 


manufactured by Nintendo. Always THIS GAME PAK INCLUDES A MULTIPLAYER MODE 
look for this seal when buying (}: | WHICH CAN USE A GAME BOY ADVANCE 


: GAME LINK CABLE. 
video game systems, 

accessories, games Official 

and related 

products. Seal 


Nintendo does not license the sale or use of products 
without the Official Nintendo Seal. 


Important Legal Information 
EVERYONE Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic and 
international intellectual property laws. “Back-up” or “archival” copies are not authorized and are not necessary 
to protect your software. Violators will be prosecuted. 
This video game is not designed for use with any unauthorized copying device or any unlicensed accessory. Use of 
any such device will invalidate your Nintendo product warranty. Nintendo (and/or any Nintendo licensee or 
CONTENT RATED BY distributor) is not responsible for any damage or loss caused by the use of any such device. If use of such device 
causes your game to stop operating, disconnect the device carefully to avoid damage and resume normal game 
play. If your game ceases to operate and you have no device attached to it, please contact the game publisher's 
LICENSED BY “Technical Support” or “Customer Service” department. 

The contents of this notice do not interfere with your statutory rights. This booklet and other printed materials 


Nintendo accompanying this game are protected by domestic and international intellectual property laws. 


NINTENDO, GAME BOY, GAME BOY ADVANCE ANDTHE OFFICIAL SEAL ARETRADEMARKS OF NINTENDO. 
© 2001 NINTENDO. ALL RIGHTS RESERVED. 
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WELCOME TO BACKYARD FOOTBALL* 2007! 


Create the football team of your dreams! It's great football action 
with the Backyard Kids and real pros as kids. Pick your team, logo, 
and playing field. Play single games or an entire season. It’s the 
chance of a lifetime to play with the pros right in your own 
backyard! 


GETTING STARTED 


1. Switch the Nintendo® Game Boy® Advance system OFF. Never insert or 
remove a Game Pak while the Game Boy Advance is ON. 

2. Insert the Backyard Football® 2007 Game Pak into the slot on the Game Boy 
Advance. Press firmly to ensure the Game Pak is correctly inserted. 

3. Switch the Game Boy Advance ON. The title screen should appear. If the title 
screen fails fo appear, return to step 1. 

4. When the title screen appears, press START to proceed to the Main Menu. 
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CONTROLS 


L Button 


+ Control Pad 


SELECT START 
MENU CONTROLS GAME BOY® ADVANCE SP 
CONTROL ACTION 
+ Control Pad Highlight Menu Choices 
A Button Confirm Selection 
B Button Return to Previous Menu 
START Confirm Selection 
Choose Random 
Pause Game 


SELECT Access Info 5 


GAME CONTROLS 


Press the A Button to select a kicking play. 
Then use the A Button to position the yellow 
kick-off arrow and set the ball’s direction. 
Next, use the A Button to set the red 

distance meter and set the distance of the kick. 


POST-HIKE CONTROLS 
CONTROL ACTION (OFFENSE) ACTION (DEFENSE) 
+ Control Pad Direct movement of selected player 


previ ttsoriees sti? 


rertal rwie 
or ; 1 
(PS EPAER OG RISERESLELES. 
t 


am = me Bet 


A Button Speed Boost 
B Button Throw to receiver with B icon Switch to closest defender 


L Button Throw to receiver with L icon 


R Button Do evasive move (spin or stiff arm) past 
line of scrimmage 


Shoulder charge 


Dive 


START 


MAIN MENU 


From the Main Menu, you can select from the following: 

e PICKUP GAME Backyard Football 
¢ EXHIBITION 
@ SEASON PLAY 
© PRACTICE 
¢ MULTIPLAYER 

¢ OPTIONS 
e PLAYER CARDS 
e CREDITS 


- GAMEPLAY MODES 


Pickup Game 
Choose this mode to jump right into a pickup game with a pre-selected team 
name, players and opponent. 


Exhibition 

Choose this mode to play a pickup game as the coach; pick your team, field, 
weather conditions, and players. Note: if you do not want to hand-pick each 
player individually, press START to have random players chosen for you. 


Season Play 
Choose this mode to play through an entire 
season. Certain game, team and player 
statistics will be tracked as you advance 
through the season. The winner advances to 
the playoffs! 
Once you have signed in as the coach and 
set the difficulty level, home field, team and 
players, the Season Menu appears. From 
there you can select from the following: 

¢ Begin Season/Next Game — brings you directly into the next game of 

the season. 
* Season Schedule - view the teams you will play this season. 


¢ League Standings — show your team’s ranking against the rest of the 
league. 
* Team Statistics - show your team’s records (see chart on page 16). 
* Team Strategy — brings you to the Time Out Options menu (see page 
14). 
* Options — same as those accessed from the Main Menu (see page 7). 
* Quit Game - to Quit and save, or just Quit without saving. 
SAVING 
When you quit a season game, the game will prompt you fo save. Your 
season will be saved from that point. 
LOADING 
When starting a season game, you can load your saved game by 
selecting Continue Season. 


Practice 
Choose this mode to test your football skills and brush up on the basics of the 
game. 


Multiplayer (Two Player) 

Two Backyard Football 2007 Game Paks, two Nintendo® Game Boy® Advance 
systems and a Game Boy® Advance Game Link® Cable are required for linked 
games. Two-player Multiplayer is the only configuration supported. 


Choose this mode to play against a human opponent on another Nintendo® 
Game Boy® Advance system via the Game Link® Cable. From the Main Menu, 
both players must select the Multiplayer option. Note: The person connected to the 
purple connector on the Game Link® Cable serves as the host. 


This mode can be played with 1, 2, or 3 minute quarters to make the game length 
of your choice. 


Options 
Choose this to toggle ON/OFF the options for Music and Auto-Save After Every 
Game. 
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PLAYER CARDS 


View the individual player cards, which list 


each player's skills and background 


WITH CRAZY-LONG ARMS AND 
LEGS LIKE ERNIE'S, YOU CAN 
THROW PRETTY MUCH ANYTHING 
AT HIM AND HE'LL CATCH IT, HE'S 


WELL, 


information. Use the L Button or R Button * | Rererry Goon BLocker As 


to scroll through the players. 


CUSTOM PLAYER 


RUNNING 
PASSING «. 
CATCHING 
pigck? 
iia. eee 
BD os EE PIYMLY tac 8 ARRAY 208d an PRN EN MERA 


Create a custom player for your team. 
When on the Player Select screen, choose the icon at the bottom of the list that 


NICKNAME 


 % BIG Dos 


HAIR 
STYLE 1 


HAIR COLOR 
YELLOW 1 
BooYy 
SMALL 1 


has a question mark on it. Then press the A Button fo go to the Custom Player 
Card screen. Choose the nickname and physical attributes of the custom player. 


Distribute the total skills points across the 
skill options. Your custom player gains 
experience as he or she plays more games. 
At certain milestones, the custom player 
earns more skill points to add to the 
individual skill options of your choice. 


I] 


INFO 


Press SELECT to bring up information 
for further explanation. Press SELECT — acai 
again when you’re done reading the tip. 


DIFFICULTY LEVEL SA 
The following settings are pre-set depending 
on what difficulty level you choose, but can be toggled independently. 


DIFFICULTY DEFAULTS 


SETTING DESCRIPTION Easy Medium Hard 
Power-Ups | Teams earn special “power plays” 
by accomplishing certain tasks 


Players tire over course of the game 


Offense cannot fumble ball or throw 
interceptions (Defense drops passes instead) 


Fatigue 


Turnovers 


OFF ON ON 


I2 


LEATHER OR LACES Laces Or Leathe 


In Exhibition and Multiplayer mode, you will 
play Leather or Laces to see whether you or 
your opponent chooses a team first. A 
Backyard Kid spins the football around and 
stops with one hand covering the top. 

Now it’s your turn to guess what's underneath 
that hand: just leather, or the laces of the iscalil alacelliLt 
‘ootball. If you guess correctly, you get to hots your players first and your 
opponent gets to choose second. 


Team Photo 


TEAM PHOTO 


Once your full team is chosen, you'll see a 
picture of all of your players in uniform. 
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TIME OUT OPTIONS 


Team Strategy 

To substitute players, use the + Control Pad t and ¥ to highlight the player you 
want to move, then press the A Button to select that player. Use the + Control Pad 
to move the player to another position. 
SS Press the A Button again to de-select the 


(OM OFFENSIVE TH 


player. Note: The other players will move 

He wees down below the moved player, in the same 
ww Karner uN = order as before. The green bar indicates 

| fatigue, which is only applicable if turned 
ON from the Difficulty Level screen. From this 
screen, press the L Button or the R Button to 
scroll between Defensive, Offensive, Kicking, 
and Kick Return rosters. 
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Change Playbooks 
Choose your plays from the 
oT Offense, Defense, Kicking, and 
ae q me hie ore TT Kick Return playbooks. 


} 

i rr Fe « 
ae ‘ 

' 
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PLAYBOOK CONTROLS 


KEY ACTION 
+ControlPad 4 and ¥ Scroll through the pages of plays 
+ Control Pad <- and > Scroll through the plays on the page 
A Button Select highlighted play 
START Time Out (to Strategy/Playbook screen) 
R Button Flip Play (vertically) 
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TEAM STATISTICS 
OFFENSIVE PASSING 


G 
CMP% 
ATT 
CMP 
YDS 
TD 
LONG 
INT 
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Games 

Completion Percentage 
Pass Attempts 

Pass Completions 

Total Yards 
Touchdowns 

Longest Pass 


Pass Interception 


OFFENSIVE RECEIVING 

G Games 

REC Receptions 

YDS Total Receiving Yards 
AVG Yards Per Reception 
LONG Longest Reception 
TD Touchdowns 


OFFENSIVE RUSHING 


Games 

Yards Rushed 
Yards Per Rush 
Longest Rush 
Touchdowns 


Fumbles 


DEFENSE 


Games 

Tackles 

Interceptions 

Fumble Recoveries 
Defensive Touchdowns 


Safeties 
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POWER PLAYS Pent Pero 


OOWN TOGO BALLON ae 
33 


Power plays are special plays awarded to you 3 Ro 


for excellent gameplay. For example, use the Eastern laslitiyiil 
Sonic Boom to knock over the defense fora 

few seconds, making it easy for you to run 
through them unopposed. Or use the Leap 
Frog to jump super high into the air and over 
your opponent , landing safely a few yards 

downfield. Be sure to toggle to the playbook tab marked with an exclamation 
point [!] to view the Power Plays you’ve earned. 


BACKYARD RULES 


The objective of Backyard Football 2007 is to score the most points by advancing 
the ball into the opposing team’s territory and crossing their goal line. 
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Possession 
Home team determines order of possession. The Home team receives the kickoff in 
the first half, and the Away team receives the kickoff to begin the second half. 


The kicking team kicks off from its own 30-yard line. 


A ball that is fielded in the opposing end zone can be downed for a touchback. 
In that case, the ball is given to the offensive team at the 20-yard line. 


The offensive team has four chances or “downs” to advance the ball 20 yards. If 
the offensive team succeeds, it is given four more downs. If the ball is placed 
inside the defensive team’s 20-yard line, the offensive team is given four downs to 
score a touchdown. 


If the offensive team fails to advance 20 yards after 4 downs, then possession is 
given to the opposing team at the spot of the ball. However, the offensive team 
may elect to kick a field goal or punt to the defensive team on the fourth down. If 
a field goal is missed from outside the defensive team’s 20-yard line, the 
opposing team receives possession at the last spot of the ball. If a field goal is 
missed from inside the defensive team’s 20-yard line, the opposing team receives 
possession at the 20-yard line. 
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BACKYARD RULES (cont.) 


Number of Players 

Each team consists of seven players. On the field, play is five-on-five. The two 
remaining spots on the roster are for reserves that may be used as substitutes for 
players on the field. 

Time 

The game is divided into four quarters. 


The game clock stops after every play. 
A traditional digital countdown clock keeps time. 


If the score is tied at the end of regulation play, the game will go into Sudden 
Death Overtime. Possession is given to to the Home team. Time is not kept and the 
game continues until a team scores, winning the game. 
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Passing 
An offensive player can only pass the ball from behind the line of scrimmage on 
passing plays. Only one forward pass is permitted per play. 


All forward passes that touch the ground are considered dead. 


Running/Receiving 
All players are eligible to receive a pass. The center is eligible only when he or 
, she is beyond the line of scrimmage. 


The ball is spotted at the farthest point it was advanced when the ball carrier's 
knee/back/bottom touched the ground. 


" 
A player must have at least one foot In bounds when making a reception. 
Otherwise the pass is ruled incomplete. 


Zl 


BACKYARD RULES (cont.) 


Turnovers 
A ball that is dropped by a ball carrier is considered “live” and is ruled a fumble. 


A backward pass that touches the ground is considered “live” and is ruled a 


fumble. 


Fumbles may be advanced by the recovering team. é 
Interceptions change possession of the ball and may be advanced. 


Kickoffs and punts that are first touched by any member of the receiving team are, 
considered “live,” and can be recovered and advanced by the kicking team. 


However, any kickoff or punt that is first touched by the kicking team but not 
“downed,” can be recovered by the receiving team, who retain possession even if 
they fumble the ball on the return. 


Penalties 
Penalties will neither be allowed nor assessed. 
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Scoring 

Touchdown — One touchdown equals 6 points. A team scores a touchdown by 
running across the opponent's goal line with the ball or catching the ball inside the 
opponent's end zone. Ball carriers can also run into or touch an end zone marker for 
a touchdown or extra point. 


Point After Touchdown (PAT) — After scoring a touchdown, the team is given the 
opportunity to add one or two extra points, or “points after touchdown,” from their 
opponent's 5 yard line. A PAT can be scored by kicking an Extra Point Field Goal 
for 1 point, or by running/passing the ball into the end zone for a conversion 
equalling 2 points. 


Field Goal — The offensive team can attempt to kick the ball through the goal posts 
from any point on the field. A successful field goal is worth 3 points. A missed field 
goal, if it lands in the field of play, can be returned by the defensive team like a punt. 


Safety - One safety equals 2 points. Safeties are ruled when an offensive ball carrier 
is either tackled in his or her own end zone or (the one at their end of the field) or if 
he or she fumbles the ball out of bounds from his or her own end zone. The defense 


is then awarded a safety, and the offense must kick the ball to the defense. 
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HUMONGOUS WEB SITE 


Check out new games, contests, and activities at: 


www.backyardsports.com 
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TECHNICAL SUPPORT (U.S. & Canada) 


Help Via Email 

If you are experiencing technical problems with Backyard Football 2007 and did 
not find a solution in this manual, our tech support can be reached via email at 
this address: 


techsupport@ backyardsports.com 


Or visit our website at www.backyardsports.com to find our FAQ (Frequently 
Asked Questions) documents and Hints/Cheat Codes if they're available 


Note: In the event we must send you a Hint Sheet, FAQ document, patch or 
update disc via Email, we may require verifiable consent from a parent or 
guardian in order to protect children’s privacy and safety online. We may also 
require you to register as a user on the site in order to access the consent forms. 
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END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and 
restrictions described in this End-User License Agreement (“EULA”). 


AGREEMENT 

This document is an agreement between you and Atari, Inc, and its affiliated companies (“Company”). 
The enclosed software game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed 
materials are licensed to you only on the condition that you accept all of the terms contained in ths EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the 
terms of this EULA. If you do not agree to the terms of this EULA you may not install or use the Software 
and within 15 days of purchase you must call the Tech Support telephone number listed in the manual 
accompanying the Software (the “Manual”). Select the Automated Phone System’s Main Menu option for 
Consumer Services and follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 
15 days from the date of this contact to return the Software in its protective covering, the Manual and the 
original sales invoice to the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not 
accept the terms of the EULA by clicking the “I Accept” button. By clicking the “I Accept” button you 
acknowledge that you have read the EULA, understand it and agree to be bound by its terms and conditions. 
COPYRIGHT 

The Software is protected by copyright laws and international copyright treaties, as well as other intellectual 
property laws and treaties. All title and copyrights in and to the Software (including but not limited to any 
images, photographs, animations, video, music, text and “applets” incorporated into the Software) and 
any printed materials accompanying the Software are owned by the Company or its Licensors. 
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~ GRANT OF LICENSE 

The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you 
a limited, personal, non-exclusive license to use the Software in the manner described in the user 
documentation. The Company reserves all rights not expressly granted to you in this EULA. 

PERMITTED USES 


1. If the Software is configured for loading on a hard drive, you may install and use the Software on a 
single computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided 
that the original and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you 
transfer all of the Software finduding all component parts, the media and printed materials and any 
upgrades) and the recipient reads and accepts this EULA. 


RESTRICTIONS 

1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software 
or accompanying printed materials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative 
works based on the Software (except to the extent expressly permitted in the Editor and End-User 
Variation section of this Agreement or other documentation accompanying the Software) or otherwise 
commercially exploit the Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to 
another or over a network. 


5. You may not use any backup or archival copy of the Software for any purpose other than to replace 
the original copy in the event it’s destroyed or becomes defective. 27 


EDITOR AND END-USER VARIATIONS 

if the Software includes a feature that allows you to modify the Software or to construct new variations 
(an “Editor”), you may use such Editor to create modifications or enhancements to the Software, 
including the construction of new levels (collectively the “Variations”), subject to the following restrictions. 
Your Variations: (i) must only work with the full, registered copy of the Sohvatires (ii) must not contain 
modifications to any executable file; (iii) must not contain any libelous, defamatory or other illegal 
material, material that is scandalous or invades the rights of privacy or publicity of any third party; (iv) 
must not contain any trademarks, copyright-protected work or other property of third parties; and (v) 
may not be commercially exploited by you, including but not limited to making such Variations available 
for sale or as part of a pay-per-play or timesharing service. 


TERMINATION 

This EULA is effective until terminated. You may terminate this EULA at any time by destroying the 
Software. This EULA will terminate automatically without notice from the Company if you fail to comply 
with any provisions of this EULA. All provisions of this EULA as to warranties, limitation of liability, 
remedies and damages will survive termination. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 

You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. 
The Software and media are supplied “AS IS.” Unless otherwise provided by applicable law, the 
Company warrants to the original purchaser of this product that the Software storage medium will be free 
from defects in materials and workmanship under normal use for ninety (90) days fem the date of 
purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or misapplication. 
If the Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a 
replacement free of charge if you return the defective Software. Follow the Product Return Procedures 
described in the Manual. The Company does not warrant that the Software or its operations or functions 
will meet your requirements, or that the use of the Software will be without interruption or error. 
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TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRANTY 
SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING 
AND WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH 
ABOVE, THE COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION 
REGARDING THE USE OR THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS 
CORRECTNESS, ACCURACY, RELIABILITY, CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO 
NOT ALLOW THE EXCLUSION OF OR LIMITATIONS ON IMPLIED WARRANTIES, SO THE ABOVE 
EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 

IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY 
INCIDENTAL, INDIRECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES 
WHATSOEVER (INCLUDING, WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, 
FOR LOSS OF PROFITS, BUSINESS INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF 
PRIVACY, FAILURE TO MEET ANY DUTY AND NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED 
TO THE USE OR INABILITY TO USE THE SOFTWARE, EVEN IF THE COMPANY OR AN AUTHORIZED 
REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. 
SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR INCIDENTAL OR 
CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE 
SOFTWARE EXCEED THE AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 
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CHOICE OF LAW AND VENUE 

This EULA is governed by the laws of the United States of America and the State of New York, exclusive 
of its conflicts of law provisions. The exclusive venue for litigation regarding or arising from this EULA is 
New York County, New York and you agree to submit fo the Jurisdiction of the courts of New York 
County, New York for any such litigation. 


MISCELLANEOUS 
If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it 


will be severed from and in no way affect the validity or enforceability of the remaining provisions of the 
EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 
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Humongous, Inc. 
Skip Saling 
Executive Producer 
Aimee Paganini 
Susan Merrill 
Senior Producers 


Erik Haldi 
Creative Director 


Rafael Calonzo, Jr. 
Game Design, Character 
Design 


Torus Games 


Bill McIntosh 
Managing Director 


Kevin Mcintosh 
Producer / Design 


Stuart Cameron 
Lead Programmer 
Andrew Mclntosh 
Lead Artist 


James Langford 
Audio 


David Mcintosh 
QA Team 


Cindy Wandel 
Melanie Fullarton 
Megan Mcintosh 
Michael Abbott 
David Biggs 
Tyshan Carry 
Daniel Collins 
Aaron Holder 
Stuart Rogers 
Peter Suwara 
Special Thanks 


31 


Randy Buchholtz 
Eugene Lai 

Ken Edwards 
Engineering Services 
Specialists 

Jason Cordero 

QA Project Supervisor 
Justin Rybij 

Lead Tester 


Lee Bendo 
Assistant Lead Tester 


Cameo Wininger 
Kimo Pamintuan 
Chris Morales 
Testers 
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Special Thanks 


Bob Givnin 

Nick Mirkovich 
Mike Rouette 

Steve Bercu 

Frederic Chesnais 
Lauren Schechtman 
Alyssa Padia Walles 


NFL and PLAYERS INC 


Tim Langley 
Josh Goodstadt 
Richard Medina 


NOTES 
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Visit www.esrb.org 
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information 
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